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It is amazing that it took this long for the videogame gods to finally 


decide that skaters young and old deserve a videogame that truly 


represented their sport. There have been loads of snowboarding 
games but far more people have had a direct experience with skate- 
boarding, after all it’s not like you need snow, expensive gear and a 


_ lift ticket to hit the pavement with your board. 


The skateboarding games of the past have been a lot of fun but they 
all played more like goofy arcade games than anything really having 
to do with real skaters or real skateboarding. Tony Hawk's Pro Skater 
stands alone with its remarkable design. You play this game as if you 
were really out there sessioning a spot in real life. It was, of course, 
designed that way with the contributions of the game's namesake, 
Tony Hawk (among several other pro skaters), there is a high level of 
authenticity and an incredible amount of integrity to this skating 
experience. All the grabs, grinds and flip tricks have been animated 
using data from a motion capture session with Tony and the other 
skaters. Each skater in the game also comes with a few of their own 


signature tricks. This is extremely close to the real thing. 


Every suface is skatable and every edge is grindable. There is no 
shortage of hard-to-reach but rewarding areas to explore. Some of 
the most fun to be had is figuring out creative ways to work a 
level or even a small spot or area. The beauty is that you can go 
anywhere, you are never restricted to a particular path. The incred- 
ible looking levels themselves are somewhat fantastic, with some 
liberty taken to maximize the fun, but all are based on real places 
that exist today or have existed in the past. Every surface you can 
imagine is here to skate on including 1/4 pipes, 1/2 pipes, planters, 
picnic tables, bowls, swimming pools, rails and more, all waiting 
for your abuse. One of its strongest attributes is how easy the 
game is to get the hang of playing, while remaining extremely dif- 
ficult and engaging for those who attempt to master it. Most of 
this has to do with the trick and combo system which allows for an 
infinite amount of diversity from one session to the next. There 
will always be something new to try. You also get three terrific 
two-player games to play as well, meaning this game will be 
played far longer than most others, and even longer if you actually 
skate for real. 


Every nuance of the game is covered in this guide. Every trick, 
special move, and surface is covered. There are maps for each level 
with best lines, best spots, and info on how to accomplish each 
level’s objectives (including finding the locations of the hidden tapes 
and all the secrets exposed in them.) Get to know Tony Hawk and 
the other showcased skaters a bit better by reading their bios, 
including info on how best to use each skater in the game. You can 
even read about the greatest accomplishment ever in skateboarding, 
Tony Hawk pulling the 900. 


There probably hasn't been one skate magazine in the past fifteen 
years that hasn't featured Tony Hawk at least once in each issue. 
Since his professional career launched in 1981, Hawk has placed in 
the top 2 in almost every contest he’s entered, and he is considered 
one of the best, if not the greatest, skater in the world. With his fast- 
flying tricks, acrobatic maneuvers and amazing signature moves, he 
has conquered any street, ramp, oh or skate park that has ever 
stood before him. 


In 1999, Hawk made history before a live audience as he landed a 
complete 900. He was the first and only known skateboarder to 
accomplish this fantastic feat of pulling two and a half rotations in 
succession in mid-air. His equally astounding achievements in the 
1980's earned him the esteemed title of “Skater of the Decade” from 
Thrasher magazine, and his prior one-of-a-kind tricks like the 720, 
Varial 540, Madonna and Stale Fish helped him to gain international 
notoriety. 


Tony Hawk is one of the most respected athletes in the skateboarding 
community. As a major factor in the sport's ever-increasing popularity, 
Hawk has made even more of a name for himself by establishing 
Birdhouse, his own successful skateboard and clothing company, with 
partner Per Welinder: He has also made numerous television appear- 

_ ances, has endorsed several athletic-related products, and has even 
been the star skater behind a feature film or two. 


Hawk’s career has taken him around the globe. He currently resides in 
Carlsbad, California with his wife, Erin, and his two children. 


Every “Trick I in The Book 


Some tricks can only be performed by vert skaters while others 
can only be performed street skaters. Pulling off tricks in the 
switched stance makes no difference on the point value of the 
trick. It is important to note that variety is very important and you 
have to make your tricks count. The first time you pull off a trick 
you will get 100% of the point value but the second time you pull 
a trick the value is cut and as you continue to pull the same trick, 
its point value will continue to decrease. The following is the rate 
of point decrease. Ist 
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treet skaters tend to be better 


at pulling off kick tricks than 


360 Shove It, 250 Points 


Fingerflip, 600 Points 


Varial, 500 Points 
a .. ss eee 


RA = RIGKS Grab trick’s points increase as long as you hold 
the Circle button, (not the entire button combo). 
For this reason each of the trick’s point value listed is only a base value, as long 


as you hold the Circle button the points will increase. Release your grabs at the 
last second for the maximum amount of points. All skaters, street and vert share 


the same grab moves. 
Japan Al1l,36/ Points 
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Tail Grab,315 Points 
=f | T Ex SEAE 


talefish,315 Points 
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| Method,315 Points | = Madonna, 525 Points 


on just about every 
surface in the game. If you can see 
an edge, even far off and high out of reach you can probably get to it some how 
and slide on it. The points you get for grinding or boardsliding totally depends on 
how long you are in the slide or grind. For this reason the points have not been 
listed for the different grind maneuvers. You can hit a rail or the coping at the top 
of.a ramp at any angle by pressing Triangle when near it but to be able to pull off 
a 50-50 Grind you need to ollie straight onto one end of a rail and press the 
Triangle button. The only way to get out of a grind is to either slide off the end of 
the rail or ollie out of it by pressing X. As a standard practice you should always 
pull a kick trick of some kind when you ollie out of a grind. The best way to keep 
your balance on a slide or grind is to first have a lot of speed and second is to light- 
ly tap on the left and right directions on the D-pad to make micro adjustments. 
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Frontside Boardslide 
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Head into a wall after: an ollie o or r coming off a ramp at a 45 
degree angle Or less and press Triangle to ride it. It unfortunately 


— 200 Points 


Up + X - Has the same effect as an ollie except that you pop 
your nose instead of your tail and you are awarded some 
points. 


ssseessar 
en 250 Points 


Up, Up + X - This won't work well on transition ramps like 
halfpipes and bowls but is a great alternative to the ollie 
and will get you to higher ledges than the normal jump. 


8 be You can easily have a blast just skating around and 
busting a single trick here and a there but in the 
Career Mode you will never achieve the kind of 
points you need to progress. The key to really highscores is the multiplier. You get 
to multiply the score given for a trick when you perform one or a combination of 
the following three things. 


The easiest way to rack up multi- 
pliers is to crank some spins 
during your trick. Each complete spin adds one number to the multiplier. For 
example if you do a Fingerflip worth 600 Points while in a 540 spin you would 
get 600 x 2.5 = 1500 Points for the trick sequence! To do a single 180 spin tap the 
L2 or R2 button once. For a 360 tap L2 or R2 twice and so on for precise spins. 
You can also hold L1 or R1 to continually spin as you hold the buttons. Use these 
for making minor adjustments while in the air. 


180 x1.5 
360 x2.0 
540 x2.5 
720 x3.0 
900 x3.5 


Doing a spin with a simple ollie will also give points for the ollie when none are 
given for a normal ollie. You will want to try to throw spins into every trick to 
raise the multiplier. 


180 Ollie 50 Points 

360 Ollie 100 Points 
540 Ollie 150 Points 
720 Ollie 200 Points 


900 Ollie 250 Points. 
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A 900 spin can adyal; be pulled by any character in the game as long as they 
nd are on a big enough ramp. Most characters will need to 
N s bei 


or Indy Nosebone. in the L1 or R1 after two and half rotations. 


"| There are only a couple of places in the game a 900 can 
| be pulled using any character. The best spot is the dam 
on the Downhill Jam level. 


Another good way to build up 
multipliers i is to try a couple of 
ossible worth 600 off 


Points. You than get 


to multiply that total by two for the 


Points. Now if you added a 360 spi | UV would get 915 IE 
2745 Points! 
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6 8 8 8 8 fhe only way to really rack up the points is to link 
together, like throwing in spins and grinds to you maneuvers. 
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This system can get really insane when you start adding in grinds and board- 
slides. When in a grind you can ollie up then back down into another grind or 
slide to quickly add a multiplier. Adding a trick in between will add points to 
your score and a point to the multiplier. This is perhaps the cheapest way to 
gain multipliers. You can also land your tricks in a grind to add a multiplier. 
Also don’t forget Nollies and Fastplants as they will add points and a multiplier 
point where a normal Ollie would not have. In one sequence you can jump off 
a ramp using a Nollie, pull a 540 Benihana while in the air, land in a board- 
slide, Nollie out of the Boardslide, throw in a 180 Kickflip and land a Crooked 
Grind, then ollie out of the grind to the ground using a 360 Shove It. The score 
for this combination could end up looking like this: 2180 (points total) x 8 
(multipliers) = 17,440 Points! 


SIONINOI Olu} 


APS = Scattered throughout every 


level are several gaps to 


_ jump. These could be mas- 
sive jumps that take you over something like the air conditioner on the school roof 
in Miami but can also be spaces between ramps. Transitions from one ramp to 
another are also inclt in this category. Jumping a gap or transition will add one 
multiplier as well as s its to your score. In some cases there will be hidden 
areas that also yield id a multiplier if you get the secret while in a success- 
ful combo of tricks. The gaps and their point values have been marked on each 
level's map. Try to include gaps in your biggest combos for a free extra multiplier. 
Gaps and secrets will be dist : 
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like horizontally j jumping from ran 
angle that you leave the ramp tha 
will want to try to sneak in a trick 


Side by side ramp to ramp tranfer. You ae want to be on YA look out for Eher 


ramps in an area to jump to from another ramp. 
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= 3 ONUS T] OjNTS Scattered throughout 


each level are several 

bonus point icons to 
grab. These icons serve a dual purpose. First, they add points to your score, and 
secondly they let you know of spots you can try to get to or work. Think of 
them as sign posts telling you where you should try some moves. 


SIONINOI OIL 


: ; Speed suusunn / 
Tony's best attributes are obvious. He can 


get incredible air and has loads of speed. Ai sman / 
He is a vert skater, meaning he does best Balance zua 
when high above a halfpipe rather than 

trying to ollie planter boxers. That's not 

to say he doesn’t have some street skills, 

but he will never be as strong as some of | 

the other skaters on the pavement and 

his low balance rating can sometimes be 

a real hindrance when not at top speed. 

With Tony, you will want to go huge 

with every air, 720’s in all its forms are a 

snap with him. He is also the only skater that comes 
equipped with four special moves, one more than the 

rest of the skaters in the game. This is of course the 900 
which was added after he made it in the 1999 XGames. 
Luckily the videogame was still in development at the 

| time he made the 900 so it was easy to get it included. 

A It is one of the hardest tricks to pull in the entire game 

but a thrill when you do. Try to beat Tony’s personal 

record of three sequential 900’s. 


Tony Hawks Boards 


2 


we} 


la 


FULL SKULL 2 
THE END) 


Eo 
ALREADY HAVE [ALREADY HAVE 
AT START 


FaLconaf 


40) B ii 3 


3 u, i 


9::8885803588582088222292288085828222588889 


SAANA Be 
/ Polits 


LUUUY WIKI AI 


360 Flip To Mute 


HBEEENEEN EEE EEE EB EEE EEE ERBE EHE EB EB BE EHE BERNER) 


= 
. 
Bs, 


ILAN NRT IT | | 
| 
3 


|! YI H t= Z 1 =‘ i 
LOU POL: rC NZ L/ | 


The 900 


agi 


FA 
38 


= 


Note: When trying for the 900 you need to have way more speed 
than usually needed for a special move and it cannot be performed 


from just any ramp in the game. Only the largest half-pipes wi 
yield the best results. 


It was only six years ago that Bob 
Burnquist burst onto the skate scene by | 
winning the first pro contest he had ever 
entered. Born in Brazil and now residing 
in Encinitas, California, he has since 
become one of the leading and most pop- 
ular professional skaters. His unique skat- 
ing style and his tendency to alternate his 
stance between goofy and regular make | 
him an exciting competitor to watch. At 
22, Burnquist’s style and ability should 
keep him a champion for years to come. 


Bob can’t quite get the speed and air of 
Tony Hawk but his stats are the most bal- 
anced of all the vert skaters. This means he? 
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can perform moderately well on any surface. He’ S hard. 


| to go big with at first though which means you will 


have to play through the career mode with 


him a bit to 


build his abilities before you're pulling the crazy stuff 
with Bob. Be sure to get his signature Burntwist down 
for when you really need to let some freakiness fly. 
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Having grown up in Liverpool, England, 
Geoff Rowley had a good dose of skate- 
boarding before ever coming over to the 
States. Currently residing in Huntington 
Beach, California, Rowley first turned pro 
in 1994 and has been on many a street 
course ever since. With fine precision, the 
23-year-old Rowley can ride any handrail 
or staircase around and doesn’t plan on 
stopping anytime soon. 


This British import has an amazing ollie 
and is one of the fastest street skaters in 
the game. These are the ingredients you 


OLLIE wanane / 
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need to score major points on the rails. He can ER some # 
rail transfers right from the start that many other skaters | 
| can’t even touch until well into the game. His balance, 

| while standard for the street skater, is far surperior to the 
vert boys. Use this to your advantage when aproaching 

any of the game's courses with Geoff. He is the only char- 
acter in the game that can pull off the insane Darkslide. 
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Bucky Lasek was raised on the East Coast 

in Baltimore, Maryland, where his style of 

skating was smooth and clean in contrast OLLIE om 
to the rough structures he was used to SpEEn #525525) 
riding. Lasek is capable of skating almost > 
any terrain to perfection, and he has been AR mmmh) 
proving it to the professional world of 

skateboarding for the past nine years. The 

5'11", 26-year-old veteran has recently 

re-located to Carlsband, California, to be 

at the heart of the West Coast scene. 


Of all the ramp skaters, Bucky has the best | 

ollie and speed as good as Tony’s. It makes a 

him unstoppable when sessioning a half- | 

pipe as well as the ability to reach some 

areas the other vert skaters can't. He's a bit tough 


| 

| to keep on the rails at slow speeds, but that’s the 
| same with all the ramp riders. His coolest special 
move is the Varial Heelflip Judo, just give yourself 
enough room when you try to pull it. 
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Chad Muska has brought an incredible 
amount of heart and enthusiasm to the 
sport of skateboarding, having been on 
the circuit since the age of seventeen. He 
is an incredibly skilled rider who endlessly A 
promotes the virtues of the sport every- AR aaa 
where he travels. Originally from Las BALANCE suzani / 
Vegas, Nevada, Muska currently resides in 

Los Angeles, California. 


EE smd 


This guy sticks to any rail you throw him 
on with an extremely high initial balance 
rating. That means big combos on the 
rails but there will be a few places he 
won't be able to ollie to until later in the [Wises 

| game. You would think that riding around 
with a backpack with a stereo strapped to it would 
make him a bit unstable, but he can work a surface 
as well as the rest of the skaters. When on a half or 
quarter pipe use your flip tricks as Chad has a knack | 
for tucking in board flips when others would be 
eating it. Chad has possibly the goofiest move in 
the game, One Foot Thumpin which has him grind- 
ing a ledge with one foot while he pulls out his 
boombox and slaps it to his ear. 
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A native New Yorker, Kareem Campbell 
learned how to skate around the real kind 
of obstacles (taxis, potholes, cement and 
pavement for miles...) found only in urban 
settings like New York. Having lived on 
both coasts he has skated it all, and has 
chosen for the time being to stay in Los 
Angeles to enhance his smooth, metropol- 
itan style. At age 25, he has been a pro 
for the past six years and has used his 
masterful skating skills to become a pres- 


ence in the world of street competition. ; 


Like Chad, Kareem Campbell can do board I 
tricks with the ability to pull off any of 
the board flips when others would bail. 
His strongest ability initially is his ollie and he will 
be able to reach some of the tough spots earlier 
than some of the other skaters. Using Kareem is all 
about finding creative lines that rely on his jumping 
ability, so try to nail those tall planters. His coolest 

| trick is Casper Slide. Save it for your longest rails or 
» ledges to reap the maximum benifit. 
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As one of the youngest featured skaters 
a in the game, it's no wonder that Andrew 
Reynolds will risk some of the craziest 
manuevers and grab the highest air to 
gain the attention of any kind of skate- 
boarding fan. Whether it's tossing himself 
off of an airplane hanger or massive stair- 
case, he has earned himself a reputation 
of being one devoted skateboard fanatic. 
Reynolds turned pro at seventeen and has 
kept his momentum going for the last 
three years. Born and raised inHuntington | 
Beach, California, he is among the tallest | | 
of all the featured skaters at 6'2”. 


eac 


| With Andrew's speed and high ollie ability "% 
any gap in the game should be no prob- =| ™ 
lem. He is also up there with those with the best EEN 
so take advantage of the rails at any speed. He has two 
unique speacial tricks to try besides his high point gross- 
ing Backflip manuever. His Triple Kickflip is a flashy trick 
_ to try on any of the half or quarter pipes. The second is a 
| sick grind called a Heelflip to Bluntside which you're 
| going to have to view in the replay frame by frame to 
| see everything that is actually going on. To keep with 
Andrews skating style try the craziest stuff with him. 
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Rune Glifberg was born in Denmark, and 
raised in the city of Copenhagen. He cur- 
rently resides in Costa Mesa, California, 
another professional skater to relocate to 
the sunny shores of Southern California. 
An expert vertical skater, Rune has the gift 
of combining amazing tricks on the half- 
pipe, ramp, backyard pool, and any other 
terrain he decides to skate. With seven 
years as a pro under his belt, he may just 
be the one to watch for the next 900. 


This guy's stats are comparable to Tony's, 
with Rune’s ollie ability slightly above the 
legend's. This means big time air is possi- 
ble with this guy right from the start of 
the game on any of the transition ramps or pools. 
| This is the only character that can perform the 

| Christ Air which makes him a must. Try holding the 
Christ pose by holding the Circle button down until 
the last moment for the best effect. 
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A filmmaker in his free time, Jamie 
Thomas has been a skateboarding pro for 
over six years, who probably hasn't missed OLLIE TTT he) 


a day of skating in his entire career. Huge ya 
; E EE TUIT 

on streets and handrails, Jamie is an A 

Encinitas resident who was transplanted — 


to the West from Alabama. At 24 years BALANCE sonanes / 
old, he’s also directed and edited six dif- 
ferent skateboarding videos. 


With the lowest ollie ability. of the street 
skaters, Jamie Thomas can't reach some of 
the far ledges and gaps until you build 
him up in the Career mode. He does share 
| the same high balance rating as other 
skaters and his slight air advantage is 
helpful on the ramps. His 540 Flip move can be 
pulled with minimal air and his One Footed 
Nosegrind is similar to Chad Muska’s signature 
grind, minus the boombox. 
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A native of Ft. Myers, Florida, Elissa 

Steamer was the first female skater to E 
make the cut against all the guys in the OLLIE _ u) 
Skatepark of Tampa Pro Contest in the SPEED wanazi 
Spring of 1999. She accomplished her first Z 
year as a pro successfully, winning six AR smo 
straight all-girl contests. Currently unde- BALANCE sus) 
feated, she will be experiencing more of 

that as she heads into her future seasons. 


Elissa is the most balanced of any of the 

street skaters and is arguably the most 

balanced character in whole the game. | 
She's got some skills in all areas including s 

her ollie and her ability to get high into 

the air on a ramp. Because of this she is a 

great character for beginners. Her Primo Grind is 


supercool and looks great in a replay and her Judo 
Madonna gives you nice shot of the underside of 
whatever board she is riding. This skater is not to 
be underestimated. 
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Favorite Line: , 

Break the right window and go down the ramp so that 
you're set up to jump the halfpipe and break through the 
secret room. | like to try to get all of the tapes in one run. 


Favorite Individual Spot: 
The halfpipe jump 


Jumping the halfpipe is a thrill when 
u actually mak 


Tape L- High Score 5,000 points 


TONY HAWKS 


PRO SKATER 
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Hit the first pile of boxes to your right at the starting point. The best way 
to go about it is to turn around when you start and hit the quarter pipe 


behind you then crash Mwaga the boxes as you head through the right 
window. 
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The second pile of boxes is on the ledge beyond the halfpipe along the right wall. 
Get to the ledge using an ollie, but for style and big points jump the entire half- 
pipe to the ledge with the boxes. 


Box © 


kulilia JO UE uli 
= sia 


= 


Transition over the quarterpipe hump along the back wall to get the third pile of 
boxes. Don’t hit it with too much speed as you're liable to clear the boxes entirely. 


You can also simply press up at the top of the ramp to get to the ledge and the 
boxes. 


TONY HAWK'S 


PRO SKATER 
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Along the left wall on the ledge by the water hazard is the fourth pile 
of boxes. Simply ollie onto the ledge to take out the boxes. The point 
scoring way to get to the boxes is to start from the quarterpipe at the 
back to get up speed then use the kicker jump to get to the ledge. 
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The last pile of boxes is beyond the quarterpipe in the front of the 
room. If you were coming from the ledge where you find the fourth 
pile of boxes you would continue along the right wall after leaving 


the ledge and press Up at the top of the quarterpipe to get to the 
ledge and the last pile of boxes. 


Tape 3 - Spells SAA TE 
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The S is an easy grab in the kicker jump gap by the water hazard. 
Throw in a trick with a spin while you get the letter for some big points. 
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The K is at the back of the room at the top of the quarterpipe left of the 
big sign. Be sure to get enough speed to get high enough to grab it. 
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You don't need much aaa to get the A over the Taxi jump. Do a trick for 
some points but for the big points get loads of speed and see if you can 
jump all the way into the halfpipe. 
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The T is in the air hovering over the center of the halfpipe. Approach the 
halfpipe jump from either side and with enough peed you'll get the letter 
along with gap bonus for clearing the halfpipe. 
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PRO SKATER 
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The E is found next to the fifth pile of boxes on the deck above the ~ 
quarterpipe to the right of the large ramp leading to the starting 


point. From the starting point the ramp and letter is located in the 
lower left corner. 
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- Pro Score 


3,000 


DOSE 


= Over the halfpipe, through the secret room, Fe a Er on ER rail and ollie 
_ onto the lip of the long quarter pipe against the back wall. 


AI 


Staying on thes haa rail in the center of ihe room for its entire ALI wili earn 
_ you an extra multiplier bonus. For the maximum points launch from the deck of 
_ the quarterpipe to the rail. 


A daring trick is to try to hit the rail at the top of the sign in the back 
of the room, using the quarterpipe to reach it. 
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A Transfer - 200 Points 


Press Up when you ollie at the lip of the quarterpipe’s hip to go 
over it for a transfer. 


B Taxi Gap - 600 Points 


Get your speed up by pulling a trick on the quarterpipe in the a 
back and ollie at the taxi and if you make it all the way to ; 
the center flat of the halfpipe then you will have accom- 


plished the Taxi Gap. 


= 


Come at this one from either direction 
and try a trick while in the air. 


Kicker Gap - 100 Points 


D Over The Pipe - 300 Points 


Clear the entire halfpipe from either 
side of it. It is actually hard not to clear 
when you start your run from the top 
of the ramp where you begin the level. 


E Secret Room - 300 Points 


When you make the Over The Pipe gap 
you should aim for the secret room 
hanging above the flat of the pipe. 
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F Faceplant - 400 Points 


Slam your body against the wall after 
clearing the quarterpipe on the second 
level after launching off the quarter pipe 
right of the two large ramps leading to the 
starting point for this level. Mega speed 
required. 
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There are actually two Channel Gaps. Use the 
quarterpipes to launch over the ramps leading 
to the level’s starting point. 


H Kicker 2 Ledge - 200 Points 


You can also use the Kicker jump to 
_ get to the ledge with the boxes on it. 


= Big Rail - 200 Points 


Ride the length of the big rail in 
the center of the level for the Big 
Rail bonus. Bust some tricks and 
spins for even higher points. 


Deck 2 Rail - 300 Points 


With enough speed you can ollie from 
the deck of the quarter pipe right of the 
entry ramps all the way to the rail in the 
center of the room. Ride the entire rail 
for the Big Rail bonus. 
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Taxi 2 Ledge - 500 Points a 
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Get crazy amounts of speed and you can 
ollie from the taxi cab to the ledge with 
the raised pipe to the right of the half- 
pipe. 
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T, Tari 2 Rail - 1000 Points 


Even tougher is getting to the large rail in the 
center of the room from the Taxi. 


M Monster Grind - 500 Points 


This one is nearly impossible but if you have plenty of skills and some luck you can | 
ollie to the high rail above the billboard and from there ollie to the coping of the 
quarterpipe and from there ollie to the pipe on the ledge against the wall left of 
the halfpipe. You'll be awarded the Monster Grind bonus when you reach the pipe. 


N High Rail - 200 Points ¿Q Holy Shi... - 3000 Points 


| Just get to and grind the rail at the _ Believe it or not this can be done. A 
_ top of the Transworld Skateboarding grind that lasts the entire coping of 

| sign in the back. _ the quarterpipe in the back of the 
room including the hip in the middle. 


Transition Grind - 400 Points 
mes There are two places to perform Transition 
Grinds and be rewarded for it. The first is 
when you launch out of the halfpipe and 
land on and grind the coping of the quarter- 
pipe by the ramps you started the level by 
coming down. The second place to earn 
points for a Transition Grind is the same 
place the Faceplant bonus is earned except 
that you grind the coping of the quarterpipe 
on the upper deck after launching from the 
quarterpipe below rather than slamming 
into the wall above the upper ramp. 
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Schools have always made great skateparks but this school is something else. There 
is a ton of space to roam with lots of secrets and hard to reach areas to explore. 


Favorite Line: 
Jump off the starting ramp diagonally to the left and grind a few planter 
ledges in sequence (so that it creates a long combo trick). Then line up to 
grind the big rail (either crooks or smith). Hit one or both of the bridges, 
then session the halfpipe for a while. 
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Jumping from planter to planter while grinding will yield 
some high combo points. 
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— Countless combinations can be thought of using the bridges over the ditch. 


Favorite Individual Spot: a == TIEEBE 


Trying different lines/grinds on the roof. 


You can literally spend hours just playing around on the roof. 
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The first big trick spot is when you jump off the awning at the start. Tony 
Hawk likes to go off the awning diagonally to hit several planter ledges but 
you can also get huge points by just going off the end to the planter ledge 
below. Pull a kick trick of something with a 360 spin while you fall to the 
planter in a grind. Ollie or better yet, Nollie from the planter into another 
kick trick with a 180 before landing on the ground. Over 3,000 points are 
possible here. 


EEE SScccCOSSCSESIOSHGSHSGTORSGGES GEESE! 
F EIE — $ F 


oun 


es 1 —, 


f 


SUSAN EALS 


Another huge point racking line starts at the top of the stairs leading to the 


playground. Ollie, pull a trick onto and grind the railing then ollie to the ledge 
on the left then ollie from there back to the rail, throwing another spin and trick 


in between. From the end of the rail ollie and trick onto the small ledge on the 


ground in front of you. Grind it to the kicker gap jump. Even lame grinds will 


earn over 20,000 points. 
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If you still haven't gained enough points by hitting all the quarter 

pipes and funboxes, hit the halfpipe and pull some huge 540 and 720 
tricks. Session the pool for a bit with grinds and airs to pick up those 
last few points. 
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A great route to start for some amazing points after you jump from 
o the awning is to go down the left path towards the swimming pools. 
u Ollie to the right ledge at the top and ride it all the way to the pool 
area for an incredible score, especially if you ollie in a couple of tricks 
along the way to raise the multiplier. 


You can easily satisfy the Grind 5, Tables tape requirement at the same m 3. 
time you're collecting the S-K-A-T-E tape as the five letters and five table T 


are all near each other in this large, spread out level. There are several 
different ways to go about grinding the all the lunch tables in one run, 
more than the sequence that is listed, really it's all up to your imagina- 
tion and skill level. 
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The first table is right below when you start the level. Just veer off to the 


left and drop down. If you don't actually land on the table itself you will 
land very nearby. Tag it and head for the long stair rail heading to all the 
quarter pipes. 
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When you come off the long stair rail veer left before the 
jump ramp to get the second lunch table. 
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You can grind the third and fourth tables in any order. If you’re trying to 
get all the tables and letters at the same time you will want to head for 
the 4th table next. When just going for the tables tape it’s also cool to 
come off the second table and ollie on to the ledge on the left, ride it to 
the end and ollie from there over the gap for a big combo and gap bonus. 
Across the gap is the third table. Another cool way to tag this table is to 
take the left route to the pools from the starting point. Down the path- 
way to the pools jump to the left ledge and ride the rail across the gap. 
On the other side of the rail drop down to the third lunch table. 
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SE a OoOo Simply grinding the fourth table at the entrance to the big half- 
= a pipe section is an injustice. A real skater would either ollie from 

> the long grind leading up to the table if they had enough speed or 
they would jump to it from the funbox jump next to it. Both of 
these techniques will earn some big points especially if you throw 


~~ ina trick anda spin. 
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The last table is tucked way back in the corner with the pools. Try 
jumping to it from the ledge behind it for a combo and if you're 
really a pro you can try to reach it from jumping out of the pool. 


The S-K-A-T-E tape is a snap to get as each letter is lined up perfectly 
with the last forming a nice flowing line through the course to get them 
all. You don't have to do any backtracking. 
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The S is on the long stair rail 2/3 of the way down. For mega points 
a grind the ledge on the left then jump to the rail on the right in time to 
get the S. Come off the rail to be lined up to jump the kicker gap. 


buses AKUNWA 
er = n o Se 2 ER 
Es “ rn = 2 = = ® K = 


Er =’ = & Så 
Si F 
a 2 


530 530 390 


S@bEe®S®e@eeeees ee eeeeaeeeee2eneeee222e68 


E The K is in the middle of the kicker gap. Pull a trick and a 
spin for some combo points. 
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From the kicker gap grind the ridge in front of you and try to 
jump from it at its end to the next long ridge to grind going 
to the left. More than halfway down will be the A. For a final 
touch to this huge combo ollie from this grindable ridge to 
the lunch table at the end. 
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At the end of the massive halfpipe section you will find the 
T up at the top of the right side ramp. You actually don't 
need much air to get it so be sure to not overshoot it. 
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== If you come straight away from the ramp after grabbing the 
T you should be lined up to hit the rail between the pools 
and grab the E. 


TONY HAWK'S 


PRO SHATER 


Tape 4 - Find The Hidden Tape 
t to the hidden tape you're going to have to head up to the roof area. The 
| tape is at the end of the awning covering the long stair rail leading to the 
erpipe and ditch area. There are two really good ways to get onto the 
ning, one is definitely more difficult.than the other. The easy way is to jump 
onto the big air conditioning üniit.using either ramp and from there hit the rail 
there leading to the awning by simply riding over it and pressing Triangle. Ollie 
big at the end of the awning to get the hidden tape. The second method requires 
you to grind the lip of the quarterpipe that encircles the edge of the roof area. 
When you get to the rail leading to the awning ollie to it and ride it down. This 
method gets you a rail to rail combo bonus. There is actually one last way to get 
to the awning but is very tough to get. You have to jump from roof to roof to the 
area with the three bonus icons. From there you can use:the small ramp to help 
ollie to the awning. When you reach. the awning press down to slow down and 
top as t 


tn two samuel ways to get to the awning leading to the 
secret tape. This is the easier of the two. 


Tepe > - Pro Score 25,000 points 
Getting 25,000 points is pretty tough if you don’t carefully plan your 
run and land everything. If the main lines for producing major combos 
doesn’t get you to the score near the end of the run head over to the 
pool area and pull lots of big airs with multiple spins to get the 
remaining points you need. 


Å Gimme Gap -50 Points 


Ollie off the end of the awning and grind 
the right side of the planter. You should 
be lined up for this at the very start of 


the level. 


B Handicap Rail — 500 Points 


Grind all the way from the top all the 
way to the bottom of the long rail. 


Rail-To-Rail Transfer — 750 Points 


| Grind then ollie back and forth between the long rail and the planter edge to the 
left as you go downhill. If you do it right, you can start at the top of the rail, ollie 
left and grind, then ollie back right and grind, and get 2 Rail-to-Rail combos AND 


the Handicap rail. 


Kicker Gap - 100 Points 


Just jump from ramp to ramp. 


Air over the gap for 
a quick 500. 


Rail-to-Rail 


This can only be done by going from the 
straight rail to the curved rail by the kickers. 


Playground Rail - 500 Points 


Grind the top of the wall for a ' 
Playground rail bonus. H Roof Rails 


Get up on top of the roof of this building, 
and grind “up” the angled rails. Ollie off, 
and land on the lip of the quarter pipe 
below for a rail-to-rail combo. 
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a Mini Gap - 250 Points 


Mini park gap - air over the gap. Funbox-To-Rail Transfer - 250 Points 


Ollie off the funbox, and land on the coping of 
the quarterpipe, for a Funbox-To-Rail Transfer. 


Funbox To Table Transfer - 500 Points 


Same thing, but land grinding the bench for a Funbox to Table transfer. 
Note that landing on the table is not enough -you must grind it. 


Long Ass Rail - 2500 Points 21 Huge Rail - 1000 Points 


Grind this from one end to the other Grind this from one end to the 


for a Long Ass Rail bonus other for a Huge Rail bonus 


iN Insane Rail To Rail Combos 


These are Rail-to-Rail combos, meant to be done as you grind from the pool area, along 
the top of the park area from right to left. First one: from QP coping down to planter. 
Second one, from planter to planter, across the corner. Third one, across the ditch - have 
to be really moving to make that one. This area holds easily the best scoring opportunity 
in the level: From the start of the level, go left, down the path to the pool, and hang a 
right. Come to a stop, with the bench to your left. You're pointing right at a wall that 
angles away from you as it recedes to the left. Skate towards that, wallride up and grind 
the edge. Follow that along, until you get to the QP section. Ollie off to the right, and 
continue your grind along the QP, along the half pipe. Ollie off the end of the coping, 
down onto the ledge of the planter. You should have scored a Huge Rail and a Rail-to-Rail 
combo bonus. Continue along the rail, and ollie over the gap at the end, and continue 
your grind along the planter that runs to your left. If you have enough speed, you can 
ollie over the ditch, and continue your grind. Total points, if you ollie off the rails and do 
tricks with 180s thrown in, while maintaining the inhuman balance required, and making all 
the jumps correctly, is upwards of... .you might want to sit down for this: 400,000 points. 


Funbox To Rail Transfer - 250 Points 


Another funbox-to-rail transfer - come down 
the path from start of level, ollie off the 2- 
way ramp and land grinding the rail. 
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Hold forward as you ollie out of one 
of the pools when you have a lot of 
speed. You'll go sailing across the path 
- if you make it into the other pool, 
you'll land a sweet gap bonus. 
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(C? Dumpster Rail Gap - 250 Points 


Grind up one plank, ollie across the gap, e Roof 2 Roof 


and grind down the other plank. 


If you get across this gap, 
you'll get the bonus. 
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D. Ditch Slap - 250 Points 


Ollie completely over the ditch. 


Rail To Rail 


Start the level, go straight down the awning, then à j Garbage Ollie — 50 Points 
turn left. Go past the mini-planters, to the long left- 

right planter in front of you (the edge with grass Ollie over a dumpster for a quick 
that leads up to the big building). Grind going to the 50 points. 


right. Ollie across the path that leads down to the 
pool, and rail grind the other side for a gap bonus. 


Hall Pass - 1000 Points 


909099309090009 Go left from the start of the level. Head down 

wall. Grind the rail that takes you up and over 

» the path. Ollie of the end of it, fly through the 
planter edge and you'll score a sweet bonus, 

s@eee8888886888 ) , made all the sweeter by the combos resulting 


~~ the path to the pools, but ollie up onto the left 
d Sa W gap in the building, and land grinding the 
from the points you picked up on the rail. 


Over The Air Conditioner - 750 Points 


Get loads of speed and you might be able to 
clear the entire airconditioner on the roof of 


the gym. i Roof To Awning Gap - 750 Points 


First accomplish the roof to roof gap 
then use the ramp provided to launch to 
the awning. 


A _ _ 
Y Over A Footbridge - 1000 Points 
Use the launch ramps in the ditch itself 
to rocket over the bridges. You must 


clear the entire bridge for the bonus. 
Planter Gap - 100 Points b : 


Ollie from planter to planterin ~~ 
the first part of the level for 
multiple bonus points. 
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FROM TONY 


Favorite Line: 

Hit the first quarterpipe then grind the long rail before the escalator. 

Jump the fountain through the tunnel. | also like to jump the big 

stairs from the little quarter pipe at the top. 
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Lining up for the jump through the tunnel in the fountain is tough. It's 
really easy to over-compensate. 
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These are some of the biggest sets of stairs in the game. Can you jump 
them with as much style as Tony himself? 


Favorite Individual Spot: 
Grinding the hanging rods over the big fountain. 
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The trick with the hanging rods above the water hazard, besides getting to them, is 
to jump between them a few times, a skill necessary to reach the hidden tape for 
this level. 
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When you take the left flagpole either ollie and trick to it or simply ride over and press 
Triangle. After you run the length of it, ollie off and throw a spin or two with a grab on 
your way down. With enough speed you will reach the rail below. If you run the length 
of it you can get the Coffee Grind bonus. Trick out of the grind for another multiplier at 
the end. 


GOSS ROSES SERBROSSESSOSSSSSEUOS YETTI 


Ei Kaa a Kaa oe 6. 


From the top of the first escalator you can also take the right ele to hit the long 
planter below. This way you can be lined up for the car jump and balcony jump to 
the high rails above the water hazard. You'll want to hit this next section if you 
don’t have the High Score after that first bit. 


Freon s........................ 


TONY HAWKS 


PRO SKATER 


— z aes == 
- Break 5 Directories 


Directory 0 


A 


1 000080050002002920220220292202090899009 


OOO CBB EE 
— - 
L. 4 4 a ee ki 
WA ; mn ese ie ee 
i A Se Ma : 
| pe A IE 
£ CH % 


= 


DO lwe wawa re aa wawa 55 


Find the first directory at the top of the first escalator. It's right on the 
way to several of the level's more spectacular combos lines. 


Directory @ 
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There are two ways to go about reaching then smashing the second 
directory. The first is if you take the middle line from the 2nd floor bal- 

cony by the first directory through the fountain and across to the next 

2nd floor balcony and through the directory. The second way to do it if 7 
you happen to blow it or take one of the other lines from the 2nd floor 
balcony is to take the second escalator in the mall going up. Follow the 
balcony around to the directory. 


The third sign is on the left side of the walkway past water hazard with the two 
rails over it and before the long stairs going down. To the directory's left is a jump 
ramp that you want to avoid if you want to crash through the directory. After 
going through the directory you will be lined up to take the massive escalator 
jump or grind the rail if you like. 
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Just a bit further down the main corridor you will come to some sculp- 
tural rails on a planter box. At the front of the rails is the 4th directory. 

f It requires an ollie to get to but once through you can try for one of the 
rails or both. 
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After going outside jump the water hazard and smash through the last 
directory straight ahead, blocking the way to the parking garage. Piece 
of cake! 
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The S is easy to grab when you hit the left rail on the final ramp down from 
the start. After you come off the rail with the letter you will be lined up to 
hit the escalator to the second floor. 


RER FORT 
The K is along the right planter ledge after the starting ramps, right of 
the large fountain. To grab the letter like a pro go up the second floor 
using the first escalator and grind the right flag pool and ollie from it to 


the planter ledge below with several spinning kick tricks thrown in- 
between. 
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The A is in plain view on the left rail slide over the water hazard after the 
route through the mall descends a floor. For a killer combo try jumping 
from the right rail to the left before the letter. 


TUCO CSSSSSBSSSOSSSSSSSSSEBSSBRBSSSGBS8H8Si 
_- F E- e u 
i \< _ ig Ee i i 


ran 


<= Ss 


wa uu oo. fr; asi RENT 1 
PUO E 0 a TE AI. O E Aa Ia 


The T is in the middle of the sculptural rail where you find the 4th directory. Take 
the lower rail to ensure that you get the letter but you can ollie to grab it as well. 
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The E is hanging midair above the water hazard in the mall's only out- 
side area. There is a nice bump to catch some air on before the hazard 


so use it and throw in some tricks for style. 


| ndly iran one oft two spots. "The easier of th 
before the es with the j ok oe th 


you're really daring, ollie the iY of the rail running m the left of the walkway | 
“and jump from it to the high rail. | 


the hardest way to get there is hon the second balcony, but that will get you a gap 
bonus. Get up to the second balcony by either using the route through the fountain 
_..or by taking the second escalator. You will need a lot of speed to clear the ledge and 
make it across the massive gap to the high hanging light fixtures. When you start 
| your run you need to be back by the second directory. — 


Once you get to the rail it will be a long faul until you reach the end and the hid 

tape. As well since the tape is located between the rails you should jump betwee 

them at the tape to ensure you get it. If there's enough time try dropping and giv 
a oot one to the rails below 
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The Hidden Tape for this level is tricky to grab in that it is located between 
the two high-hanging rails. To grab it you have to ollie between them at 
just the right moment. 


_ The easiest way to hit the high rails and the hidden tape is to take the 
ight route, over the car and off the ramp at the end. 


rails, and collect the hidden tape but you'll also get a big gap bonus. Be 
sure to bust the high scoring tricks if you can handle this line. 


_ You have two choices for big points that will put you over the top. If you're close 
ae to 30,000 by the time you reach the last set of stairs to the parking garage you'll 
> _ have a shot at getting the Pro Score. Continue forward and fastplant at the top of 

— the stairs, pick up the bottom 500 point bonus, and either clear the stairs com- : 

_ pletely (if you’re REALLY going fast), or land on one of the rails on either side and _ 
_ grind to complete the combo. This is only good for maybe 2,000 (on the safe side) 
so you should only try this if you are really close. Also, if you don’t score enough 
points, or you bail, you're at the end of the level, and have to skate up the ramp © 
_ on either side before you can score points, and with very little time on the clock 
“not a.good thing. : 
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7 reached this point and don’t have quite the points you need 
men you can try to jump the stairs with a fastplant and a whol 

give you those extra points. __ . 


e points, t eel like risking it, then you can turn aroun 
g the fifth directory and work the Atrium for points. The best way if you 
skater is to work the quarter pipes at either end. They're angled at 
u have to steer in between, but you can get good speed and air for big t 
1 have a street skater, or feel like trying your luck, there is a sweet rail bonus 
r grindingsthe edges of the atrium all the way from one end to the other. Head u 
one of the quarter pipes at either end, and instead of catching air, ollie up onto the 
coping. Grind all the way down, and be sure to ollie and throw in some extra tricks 
to work up the.multiplier..At.the far end, you'll see the “For the whole atrium” gap 
added to your score. Ollie off to the side so you land back i in the atrium, and throw 
one more 180 kick trick into-the string for > measure. You € can swipe 10,000 
Bint y with a . run using this method. —_ = 


If you need more points than can be earned by jumping the final set of stairs 
return to the Atrium to work the transitions there until the clock runs out. 


A Planter Gap - 100 Points 


Ollie between the several planters, or grind 
the edges and ollie between grinds. 


Gap between sculptures 
and fountain. Either 
direction, both ends. 


BE: 5. a 


OR = ar 


ne srt 


D Rail Combo — 500 Points 


Grind either flagpole, ollie off the end, 
and land on the rail down in the atrium. 
Particularly useful for comboing with the 
coffee grind and a special grind. 


The Flying Leap — 100 Points 


Jump off the far end of this upstairs 

section. It doesn’t matter where or 

how you land - you get credit just for 
_ jumping down 3 stories. 
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G Going Up Gap — 250 Points 


Air across the gap behind the elevator. 


sera H Going Down Gap - 250 Points 


Same thing, other escalator. 


al kater Escalator Gap — 500 Points 


Similar to Gap “E” — you must air completely over the 
escalator, without touching a rail or touch the ground. 


+ 
i3 For The Whole Atrium - 500 Points 


Grind the coping along either side of 
the atrium from one end to the other. 


K Over A Huge 32 Stair Gap — 2000 Points 


Ollie at the top of the stairs, from the lower level, 
and clear the stairs completely. 


1, 32 Steps off A Mezzanine — 2500 Points 


- Bigger points for doing it from upstairs. You 


must clear the stairs completely. 


kw th loads of surfaces to shred and all without 
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Favorite Line: 
Nosegrind to 5-0 on the two-level ledge in the beginning then 
jump the channel to the halfpipe. 


This line is one of the most obvious in the game but it is also one of the 
most fun. 


Favorite Individual 
Spot: The bowl. 
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Tony's favorite individual spot for this level is the bowl 
which is great for honing your vert skills. 
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Wigh Scoring Lines: 
Putting Together A Perfect Run Br 
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—— From the starting point take advantage of the high/low double rail opportunity 
DAE. in front of you for your first combo. Be sure to be pressing X when the 

zur gr competition starts to be able to ollie high enough to get up on the rail 

: when you getto it. 


Rae 


From the rail hit the small quarter pipe and use it to transfer into the large half- 

pipe with a 540 grab trick of some kind like a Rocket Air. Once in the halfpipe hit 
a couple more grabs, each of them different until your special move meter is full. 
Pull off a couple of your special moves then transfer out of the halfpipe towards 
the box. 


T- 
After prs the io or jumping EEE over it en the Over The = 
Box gap bonus hit the quarterpipe against the wall and pull off another | 
trick to build up your speed. Come off the quarterpipe, grind the box 
again and press up and ollie at the lip of the large quarterpipe and go 
for the Rafter Rail Bonus. When you ollie down from the rafters throw 
_ in several spins to raise the multiplier even higher. 
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Back e on the retina use the thes to get to the: upper RE 
From there skate along the back wall and ollie with a trick and a spin 
> into the pool for the Acid Drop bonus. Session the pool with a couple 
2 0 tricks to get lined up for the hip bonus the launch back out of the pool 
back to upper walkway for the Pool 2 Walkway gap bonus. 


With the time left get over to the double metal rails and grind them in combi- 
nation with some kick tricks then hit the quarterpipe in the corner with a grab 
you haven't used yet to build up speed then ollie the entire length of the dou- 
ble metal rails box for the Whoop Gap Bonus. 
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JJ R Transfer - 200 Points 


Press up at the top of the 
quarterpipe to clear the 

spine into the halfpipe for a 
transfer bonus. 


B Acid Drop - 1000 Points 


Get up to the walkway along the 
back of the room using the half- 
pipe then ollie from there into the 
pool with a good line and some 


Whoop Gap - 1000 Points _ | speed. Try pulling a Varial along 
the way. 


Get some speed buy pulling a trick on 
the quarterpipe in the back corner then e 
ollie the entire two rail box lengthways. 


D 


Jump from inside the pool onto either 
of the elevated rails or jump from 
inside the pool and grind the edge of 
the guarter pipe thatis in the corner. 


eee SSE: 


Pool Rail Transfer - 1000 Points 


Completely ollie the box with the rail 
slide in the left corner of the room. It 
can be jumped from different angles 
for the bonus. 


F 
Get even more speed than what it 
takes to reach Rafter Rail by hitting 
the rail in between the quarterpipe 
along the front room and the larger 
quarterpipe butted against the half- 
pipe each time you pass it. With your 
speed built up press up at the lip of 
the larger quarterpipe and sometimes 
you can clear the rafters completely. 


Over The Rafters - 2000 Points 


Pool Hip - 500 Points 


Àa 


Pool 2 Walkway - 700 Points 


This is basically the reverse of the 
Acid Drop where you press up at the 
lip of the backside of the pool with 

= enough speed to make it all the way 
to the walkway. 


get the bonus points if you clear 
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Over The Box - 100 Points 
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Like the Rafter Rail you will need 
loads of speed to hit the guarter- 
pipe and launch over the spine 
and all the way across to the 
opposite deck of the halfpipe. 
When you make it across you will 
also get the transfer bonus. 


Over The Pipe - 700 Points 


u mn) CH BE: Vint 
Press up when you ollie at the lip ne 


__ of the pool on either side of the 


pool's hip toy jump over it and back 
into the pool on the other side. 
Watch for the pole and you will still 


the other side of the pool. 


hal N 


EN ; 
i HP Transfer - 250 Points 


This is the easy transfer from the 
small quarterpipe into the halfpipe. 
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K Rafter Rail - 1000 Points 


Get gobs of speed by hitting the rail and sessioning on the guarterpipes and when 
going fast enough press up when you ollie from the large guarterpipe to transfer i 
into the halfpipe. If you are going fast enough you can land on and grind the gird- 
ers. Ollie to different parts of the girders for multiple grinds. Try to grind the length 

of the girders to all the way over the pool but you'll have to ollie over the rafters. 

You can also handplant on the rafters. You will also get the Transfer bonus. 


4 T, Pipe 2 Box Grind - 1000 Points 


| Jump out of the halfpipe onto the MA 
small wall in the middle of the funbox ho 
_ or grind the edges of the funbox. 


Light Grind - 500 Points 


Get almost as much speed as 
you needed for the Rafter Rail 
“and hit the light hanging below 

it in a grind. 


aa i N ; p 
N Walkway Rail Transfer - 700 Points il | f 


Get up to the walkway 
above the double metal rails 
and ollie from the walkway 
and land in a grind on either 
rail. 


For this level it's a session at midnight with wide open, empty streets except for the 
speeding taxicabs which will not hesitate to run you down. They will let you know 
they are coming with their horn, so clear out when you hear one. The scale of this 

_ level is huge. It covers three whole blocks of downtown Minneapolis. There are huge 

_ jump ramps lining the streets, and the fountain area is epic with lots of rail combo 
possibilities. Secret areas are plentiful, and there’s even access to the roofs of some 
buildings. It is actually easier to get all the tapes in one run than other levels as 
objectives are lined up one after the next from the starting point. 


Tips FROM TONY 


Favorite Line: 

Grinding then transferring to other rails or ledges and 
going into different grinds in the area surrounding the 
fountain. 
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Some of the most fun can be had working different lines with the rails in the park 
area by the fountain. 


Favorite Individual Spot: 
Grinding the rails between wedge ramps. 
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Tape 1- High Score 15,000 points 
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WA Tii. is just one of many grind to mee combos possible i in n the Br area. Rails are 
everywhere and there are plenty of planters and slanted walls from which to 
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Along the back of the Eu is a giant quarterpipe to get some big grab tricks and 
spins. Bust your largest trick in from of the videoscreen and if you get high enough 
a = up the 500 ee bonus icon. 
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There are a ee of opportunities for creating some nice combos jumping from 
the various ramps to the different rails on the billboards. 


= 0,0 0 9,0 ee eee WA KOKU VI UIMARA 
In the back of the level you'll find an office building you can smash through. Inside 
you will find a 500 point bonus icon. From the second floor you can ollie through the 
windows on the left and right to reach two more 500 point bonus icons. Did you 
notice the hanging rail inside? You can actually ollie to this rail and slide around and 
ollie to a second rail in the front of the building for another few thousand points. 
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Down in the construction area is another ramp to billboard rail. Combine the jump and 
grind with a spin and a kick or grab trick and you'll be awarded a nice bit of points. 
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Skating Sign. Work the rails on the left and right before and after you take 
out the sign then head towards the fountain and the letter K. 


No Skating Sign @ 
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Veer left after pulling a trick over the fountain and head out of the 
park using the pathway. The second No Skating Sign will be in the 
middle of the path. Ollie from the planter box to the outside ledge as 
you’re leaving for a Wimpy Gap bonus. 
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The third No Skating Sign is on top of the platform between the large 
guarterpipes lining the corner. Press up at the lip of either guarterpipe 
and ride the deck until you crash through the sign in the center. Grind the 
rail as you exit out towards the street. 
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Before you go and grab the fourth No Skating Sign, you should hit the 
ramp on the left to reach the high rail and the letter E. Ollie down from 
the rail, hit the No Skating Sign and continue up the street. 


No Skating Sign 


Ji 


still have at least a minute left on the clock at this point, plenty of time to get to 
the tunnel leading to the roof with the letter T and the Hidden Tape. 


ick up the letters to spell SKATI order that th word is spelled buti 
ore efficient to | rab them as around hitting the No Skateboarding 
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letter. With enough speed you can make it all the way to the launch 
ramp at the edge of the construction area for yet another grind along 
its top. Trick and spin into and out of that last grind to send your 
points through the roof. It is also possible to ollie to and grind the 
traffic signal pole. 
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with only some air re 
the back of the level. 


3010098996 
un 


The last letter in the sequence will be the letter T. It is found in the tunnel 
leading to the roof. To get there, use the empty car transport to the right 
of the letter A. Launch through a window into the tunnel and follow it 
around to reach the letter T and the roof. 


To get to the hidden tape reguires you to first find the route to the roof. 
Find the corner by the office right of the location of the letter A. Use the 
empty car transport to ollie through the window in the building and 
into a hidden tunnel. Follow the tunnel around and try to ollie onto and 
rind the cement barriers. With enough speed you can ollie from one to 
e next. The tunnel will let you out onto the roof. There you will find a 
enhouse and nice bowl to work. On two sides of the bowl you'll find 
mps leading out. From the direction you entered the bowl the left 
eads to another roof with a pool on it and the hidden tape is 
n the gap between. Before you make the jump, session the 
et some speed. When you go for it, make sure you're 
up to intersect the hidden tape. _ 
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Grind the cement barriers for some extra ae as you ER the passage 
out to the roof. 
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On the roof there are several things to note including the greenhouse, the 
launch ramp to a secret room and the large bowl. 
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Enter the bowl and work it to gain some speed before making the leap. 
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With enough speed built up, use the ramp provided to launch across the 


gap between the two buildings for the Roof 2 Roof bonus and grab the 
hidden "pe 


e is going to be very tough to beat. You have to make all your qida coun 
you cannot have any costly errors. The big key to earning this tape is going to 
be the amount of combos you can put together with your grinds as well as using 
ome high scoring signature moves when your special meter is full. Hit the first 
combo that goes from the kicker to the ledge grind to the rail grind on the bill- 
board (where the letter S is) to the grind on the ramp at the end of the construc- 
tion zone. You can earn 11,000 points or more if you do this one right. Head to the 
park and just jump from rail to rail to build up those multipliers. Once up to about 
30,000 head up to the roof, hitting all the big jumps and rails along the way. By the 
time you get up there you should be at 35,000 or more. Now just session the bowl 
with any grabs you haven't used, combining them with 540 spins then either 
launch to the next roof for the Roof 2 Roof bonus or launch to the billboard abo 
the construction zone using the ramps provided. If you still don’t have enough 
points when you reach the second roof, session the pool there and ollie out of i 
the rails positioned around it for more bonuses. 
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If you're running out of time and you're on the roof, ollie out of the 
pool to the various rails strategically arranged around it. 
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A Car Ollie - 100 Points 


3 3 : 
Get a load of speed and ollie an entire car! Truck Gap - 250 Points 


; enagagaji akapanga JAKA Baga 
Ollie from ramp to ramp over | 
the back of the truck for the 
Trick Gap bonus. You have to 
land on the other ramp and not 
the street to earn the bonus. 


C Wimpy Gap - 250 Points 


In the park area surrounding the fountain 
use the planters to ollie out of the park 
past the ledge. 
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19) Cheesy Deck Gap/Deck Gap - 50/250 Points 


Clear the deck all the way to the other side. Clearing the 
narrow portion of the deck which is very easy gives you 
only 50 points but clear the wide section and you'll get 
the real Deck Gap bonus. 


E Rail 2 Rail Transfer - 750 Points 


This sick move has you getting loads of 
speed and then grinding one rail then pop 
- - - an ollie over to the second rail and land in a 
z Se grind. Put a trick and a spin in between and 
you can get a decent score out of this gap. 


Jump from the last ramp in the construction 
area to the left long handrail that goes down 
into the park area with the fountain. This 
one’s very difficult but the reward is great. 
Just get insane speed and a character with a 
good ollie rating to even have a chance. This 
bonus can also be earned by jumping from 
the roofs of both buildings, which is why it's 
marked on the map three times. 


G BS Grind - 200 Points 


Every where there is a kicker Š Deg mT € g 
that will put into a grind on the : wai 2 — 
top of a bus stop will give you 4 = y E 

this bonus. % m ee, 


H Kicker Gap - 100 Points 


A simple little ramp that is easy to 
clear. Just take it straight for the 


b L Kicker 2 Street - 100 Points 
onus. 


These jumps are a great short cut to 

the backstreets and they give you a 
+ gap bonus as well! 
L4 Billboard Grind - 500 Points 


From the roof area with the large 
bowl ollie out the side of the bowl 2 
and land on the rail under the big z 
video wall. 
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N Kicker 2 Edge - 100 Points 
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= Use the kicker ramps in the alley to get 
R : to the edge of the ledge for a grind. 
R | aer e These make great combo starters as there 
a œa are lots of possibilities once you get on 
the ledge depending on your direction of 
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| ; By Glass Gap - 750 Points 

F Transfer - 200 Points i 

€ f Ollie over the top plateau outside the 
Press up at the lip when you ollie to office, clearing it entirely as you go 
transfer into the other side of the through the glass for the bonus. 
guarterpipe area. 


AT 
IN Big Ass - 1500 Points A 
WW Sucky Room Gap - 1500 Points 
Get loads of speed and ollie over ; an 
both plateaus leading up to the 0505620 20502820 LEE ST EI PI ET ET 
office and go through the glass. 97 - ~ a 


Secret Tunnel Entrance - 500 Points Use the kicker ramp on the roof by 
An greenhouse to launch across the 
street and through the glass of the 
sucky room. To have enough speed 
you should session in the bowl a bit 
then exit using the ramp, but do 
not ollie out towards the green- 
house. Get lined up for the jump 
and ollie at the last minute. 
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Use the large ramp to put yourself 
through the window of the secret 
tunnel to get the bonus. 
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| O Tunnel Gap - 1000 Points 


Almost the same as the Secret Tunnel 


En 
Entrance only with enough speed to put mx Roof 2 Roof - 2000 Points 

you out through the other end without 

ever landing in the tunnel. Session in the bowl on the roof to get up 


speed then launch out the side using the 
ramp provided to reach the second roof. 


S T2T Gap - 500 Points 


em ‘ 
Use the empty car carrier to jump aS Over The Tunnel - 2000 Points 
into the secret tunnel through the 
glass for the gap bonus. This one is almost impossible but with 


enough speed you can use the large 
kicker ramp to put yourself over the 
secret tunnel. 


97 


U Death Grind - 2000 Points 


Jump off the roof (without the greenhouse) from the 
ramp in the corner onto a rail in the business park area. 
The easiest way to do this is to use the rail on the 
rooftop that leads you straght into the ramp, then turn 
a little to the left when you hit the ramp. 


V BS Gap - 500 Points 


Jump over a bus stop from a ramp on either side 


W Burly Deck Gap - 2500 Points 
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Clear the wide part of the patio area. This is the low 
deck where the road comes to a “V”. You'll need to 
get a lot of speed from the quarterpipe on the other 
side of the street. 
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Tips FROM TONY 


Favorite Line: 
Grind the raised rails and ollie off into a grind on the mini- 
spine, then go for the huge rail over the death gap. Also try 

to hit the rail that goes over the beginning of the halfpipe 

so that you're set up to get the special tape on the triple-rail B 
podium. aa 
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The huge water hazard gap which Tony likes to refer to as the Death Gap can be 
ollied for mega points. 


Favorite Individual Spot: FE 
The high rails in the beginning. 


2. 


The high rails section right at the start of the level is actually the beginning of 
one the level's biggest combo opportunities. 
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Use the long rails over the big water hazard to rack up some points. Ollie back 
and forth between them to build up your multipliers. 
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Almost every jump and quarterpipe will give you mammoth air, ample time to get a 


combo of spins, grabs and kick tricks out of a single jump for quick points. 
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The halfpipe along the dam will give you some of the biggest air in the game. If 
you're desperate for points just come here and session back and forth a few times, 
busting lengthy 720 grabs for huge points. 
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If you haven't earned the High Score tape by the time you get down here, go for 
the Mountain Dew sign for some good combo action. Ollie with a spin into a wall 
ride, into a grind that you can ollie out of and into another grind before you pull 
a crazy kick trick with a 360 off the end. 
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At the start of the level, head down the first hill, and line yourself up with the 
hip on the right side of the path. Fastplant up the front edge, bust a trick, and 
land on either of the two high rails. Ollie to the second rail grind it to the end to 
turn on the first valve, holding down X to charge up your ollie. Ollie as you hit 
the valve and before you reach the end of the rail, and throw in a 360 varial. Hold 


2 down the grind button, and land on the yellow/black curved rail. Ollie off that 


rail at the end, and throw in a 180 impossible. Depending on the tricks you do 
and how long you tweak stuff, you can easily score between 12,000 and 18,000 
Points on that sequence. 


EINE TTIT IE EEE EEE EN EEE HE BEE EN EHE EHEN 
; EERE jga z x 


The second valve is found on the second of the three large jump ramps 
near the first section. Simply ride off the ramp in the center to hit the 
valve. Give it your best ollie off the edge of the ramp to make it onto 
the natural rock bridge or even better, the rail sticking out of the left 
side of it. 
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This you can do in 2 ways. The cool, but difficult way is to have enough speed 
built up as you grind the rail with the K on it. Charge up your ollie, and you can 
jump at the end and air across the gap to the rail at the start of the dam that 
has the third valve on it. This nets you a long rail combo, and is good for big 
points. Most of the time you won't be able to make that gap. Don't worry, just 
turn around and head back up the hill to the Mountain Dew sign on your right. 
Skate up the transition to the left of the Mountain Dew sign, where there's a 
break in the wall. Pull a grab trick, grab the 500 points, and come back down. 
Stay to the left side of the path, and ride up the small ramp against the wall. 


Ollie off that, and grind the long rail that goes over the path up onto the top 
part of the dam to hit the valve. 
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Once you get the secret tape, you'll be pretty much lined up with the middle 
2 of the path but it is still the hardest valve to get. Bust a 360 trick as you fall 
2 back down to the lower level, and continue straight down the middle of the 
path. When you hit the bottom, launch up out of the gully (a fastplant here 
helps as well), and get up to the top of the large rock pillar. In the middle of 
the pillar is the fourth valve. 
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Almost home. DON'T go through the finish line. Instead, turn around, and stay to 
the right side of the path. Head back up the ramp, and you'll see a valve sticking 
out of the wall on your left. Skate up to it, and ollie into it to activate the last 


valve. 


Tape 3 - Spell S-K-A-{-E 
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Head up the ramp right in front of you, but angle off it to the left to get 
the S. Don't charge up your ollie. You just want to hop off the ramp, snag 
the S and land again before you hit the wall. Ride up the wall, bust a 
grab trick and pick up the 100 point bonus, and come down. 
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Get yourself up onto the rail with the K on it. If you made it onto the rock 
arch, and grinded that rail, you will automatically be dumped onto the cor- 
rect rail — all you need to do is grind. If you skate under the arch, stay to the 
right, ollie off the kicker ramp, and get up onto the left rail of the pair. 


After hopping off the rail, angle left a little and catch 
air along the quarterpipe on the back side of the dam. 
Along the way, bust a huge trick, and pick up the A. 
You want to be in control during this, though, 
because the next bit is tricky. 


Skate down the rock ski jump, down through the tunnel, crouching all the way. 
At the end of the ramp, fastplant up and out, and soar through the air to snag 
the T. Use your creativity to bust out a huge trick here, as the cameras click 

away, capturing your long jump distance via gaps. There are big points to be 
had here by comboing in a couple of moves. 
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way down the rail. Also, if you can grind the whole thing from start to finish, 
you can snag yourself the Neversoft Electric Company Gap for added points. 
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Getting the secret tape starts here when you get up on that rail running across 
the top of the halfpipe section. 
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On the other side of the pipe further down the hill take the second rail back 
across. Be careful as this second rail can be tough to hit especially with the speed 
you'll have. Try pressing down to slow yourself before you attempt the ollie. 
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Keep up your speed and ollie, veering right at the natural rock bridge. 
Be careful to no fall off. 
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Across the rock bridge get lined up for another gap. 
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You will only have seconds to make adjustments before the leap to the hidden TEF | 
tape. You will need all the speed you can get and a good ollie to make it. 
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This huge jump towards the last half of the run can bring you huge points if you 
pull enough tricks while you're in the air. 
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This is the final spot to work in some final tricks before the run ends. Ollie over 
the pool as you session back forth so as to not loose speed. 
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B Ski Jump - 25 - 225 Points 


There is a gap every 25 feet, worth 
its value in distance (25 feet = 25 
points, etc). They're cumulative, and 
they multiply in with any tricks you 
pull, so this is an area for really big 
points. 
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|C Neversoft Electric Company Gap 


TONY HAWKS x 


PRO SKATER 


Huge Water Hazard gap - 1000 Points 
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Ollie all the way across this gap 
for added points. You can't use 
the rails - no cheating! 


Ride the uppermost rail from 
start to finish. Cheat: If you drop 
straight off the rail, you can get 
it for landing on the rail below 

for a cheesy multiplier and more 
points. 
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Tips FROM TONY 


Favorite Line: 
I like doing transfers, especially in and out of the bowls. 


You can't get anywhere in this level without pulling off 
some transfers between quarterpipes and the bowls. 


Favorite Individual Spot: 
Going over the hip (just like when I really skate there). 
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Get your speed up by pulling a trick on the small quarterpipe left of 

quarterpipe and ollie from the ramp onto the cement barrier. Grind it as it kinks to the 
left and ollie from it to the next barrier, bust a trick and land in a grind. Ollie at the end 
of the second barrier and land in a grind after pulling another trick and spin on the last 
barrier. You will get the Triple Rail bonus but you're not done yet. If you have enough 
speed you can ollie and trick yet again to the obstacle you started the level from and 


grind its edge. 
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Get up on the deck with the three cement barriers you grind for the Triple Rail 
Bonus. Moving away from the starting point of the level, use the ramp going down 
from the deck then press up at the lip of the quarterpipe when you ollie to clear 
another deck and land in a grind on the lip of the U-shaped quarterpipe. Grind 
around with a couple different slides and grinds. When parallel to the pool, ollie 
slightly to the left to grind the left side of the spine between the pool and the quar- 
terpipe and get a Transfer bonus. Throw tricks in between each grind with a spin to 
get the multipliers adding up. As you grind around the pool counterclockwise, ollie 
again with a kick trick and spin and land on the right side of the spine for another 
transfer bonus. When almost to the large wall, ollie a last time with a spin and a 
kick trick to the left so as to land in the pool for a final transfer bonus. 20,000 points 
or more can be earned on this string and others like it. 


Another spot you shouldn't miss is the quarterpipe wall that will launch you extremely 
high. It’s great for some 720 grab tricks and a terrific place to pull off your specials. 
Getting some air here can be just the beginning of a huge combo. There are three tiers 
of slides possible. There is the long yellow and black ledge running the length of the 
back wall and there is also another yellow and black ledge below it on the right. The 
third ledge is above and behind the main long ledge and has no markings on it. Instead 
it has been broken away in two spots. It is possible and very profitable to get huge air, 
land on the top ledge, ollie over the gap then again down to the main yellow and black 
ledge. From there, ollie again to the lower yellow and black ledge on the right and con- 
tinue to grind the edge all the way around and down the right side of the level. Finally, 
either ollie into the bowl or do something with the vert wall. Try starting with the mas- 
sive air to the top tier but go the other direction (towards the pool) and from the main 
yellow and black ledge ollie onto the lip of the pool in a grind and follow it around 
until you can transfer out of the pool for another bonus. 


oe od OO Uu 


eee ae “eine, nennen en 


It's all about 720’s in the bowl. This is a great place to show off your special moves 
or to work in some nice lengthy grabs that you can't elsewhere in the level. Try 
grinding around its entirety or when you exit the bowl try to clear the vert wall. 
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There are a few different ways to get up onto the bridge girder to grind its edge but this is 
the easiest. Get your speed up by hitting the big quarterpipe wall. After coming down the 
transition aim for the funbox on the right and hold down X to charge up your ollie. It should 
be no problem for you to reach the bridge girder, just remember to land in a grind. Once up 
there, your way will be blocked by struts. You can get around them by pulling an ollie before 
the strut and keeping your board straight. 
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A Transfer - 200 Points 


Exit and enter the pool in the upper left from below it and to its right by 
pressing up at the lip when you ollie form transfer bonuses. You also get the 
bonus by grinding the inside then the outside ledges of the pool's spine. 


E Bridge Gap - 1000 Points (Œ vert Wall Gap - 700 Points 
Get gobs of speed and hit the funbox with the Press up at the lip of the pool in 
biggest ollie you can muster and pass over the bridge the direction of the vert wall 
girder and through the struts for the Bridge Gap barrier and with enough speed 
Bonus. You cannot touch the bridge girder with your you can clear it for the Vert Wall 
wheels. Gap bonus of 700 Points. 

This can also be done from the opposite direction 

|| using the quarterpipe on the other side of the bridge 
girder. Again get lots of speed and head for the right 

| edge of the quarterpipe at an angle that will put you 


over the girder. Ollie at the lip and with some luck 
| you can make it through. Landing isn't so easy since 
there is no transition to land on. 


a 1) Twinkie Transfer - 700 Points E Over Da Pool - 800 Points 


Jump twinkie hip and transfer into the Clear the eye pool. 
_ 6-foot pool. When you start the level, 
_ the pool furthest from you is the 6-foot | 
pool. The twinkie is the small white | 
_ bump to the right of where you start. 
| The easiest way to get this is to get : 
speed from the quarterpipe over by the © 
semis and then jump from the twinkie 
into the pool 


Pan : F Triple Rail - 1000 Points G Bridge Grind - 800 Points 


This one is very tough. Along the bottom of From the funbox and some other 
the course there are three cement barriers ramps in the area you can ollie 


lined up length ways along the deck above to then grind the edge of the 
the quarterpipe. With lots of speed you can girders supporting the bridge 
ollie from one to the next starting from the this skate park is underneath. 


left rail first and going right. Bust tricks and 
spins to create huge numbers on this one. 


en 


considering 
Francisco i 
ake it the “ 


Favorite Line: 


Break the glass and grind the three rails in the beginning, 
then head to the Embarcadero so that you can pay homage 


to the past. 
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This section at the beginning is just begging to be thrashed by someone. Try 
and get a trick between each rail if you’re going slow enough. 


Favorite Individual Spot: 
The Embarcadero, for obvious reasons. 
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There are so many good ways for getting down Lombard street but this one will 
get you some insane points. You actually don't want very much speed when you 
use the ramp on the left side of the street to put you through the window where 
you can collect a bonus icon and land in a grind on the ledge. You will then drop 
from ledge to ledge, picking up multipliers with each grind which is why it is so 
important to get tricks in between each drop. The hard part is to not be going too 
fast to miss the last ledge. To hit the this last ledge ollie a third of the way down 
and veer left a bit into a wall ride then down to the last ledge which will curve 
around to the left. Grab the bonus icon then ollie with a spin into the makeshift 
halfpipe for the additional Acid Drop In bonus for a score that could possibly be 
enough to satisfy the High Score requirement alone, but at least offer 10,000 to 
15,000 for your effort. Head to the Hubba Hideout from there if you didn’t get 
enough points. 
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You can also go down the right side when desce rd Street along all 
the balcony rails. Put in several spins and you could be looking at a pretty nice 
score when you get to the bottom. Maybe not as many points as you get from 
grinding the left side of the street but this route is a snap to pull off. 
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Work this fun halfpipe to get in your big grab moves and a special 
move or two before launching out the back of one side all the way 
to the bridge for a nice looking combo. 
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You can also use the kicker ramps provided to make it up onto the bridge in Hubba 


Hideout. If you can manage to clear the bridge entirely while pulling some major 
spins and a grab you haven't tried you could be looking at a possible 10,000 points 


here. This is something worth doing twice and is made convenient with a kicker ramp 
on either side of the bridge. 
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; There are almost an infinite amount of lines to try when putting together 
grind combos. From just about every ledge there is another ledge close 
enough to ollie to and continue your combo string. Get the entire curved rail 
lining the walkway to the bridge for the Hook Rail bonus. 
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The spiral grind is a tough spot to master and getting to it can often be a bit 
frustrating. Regardless, this whole section can get you loads of points. First get 
the Backwoods Ledge Bonus before you enter the secret room then focus all 
your attention on finishing the very difficult spiral. Be sure to pull a trick when 
jumping to it as there will be no jumping into other types of grinds or slides 
once you get on the rail and you will want to get some multipliers by the end 
of the grind. As you lean one direction or the other lightly tap on the D-pad. 
The biggest mistake made here is pressing too long in one direction and then 
trying to compensate. Ollie off then with another trick and you could be look- 
ing at a score near 10,000 points for the section. 
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The first cop car is right behind you when you start the level. Just turn around 
rather than skating off and do a quick ollie to grind on its hood and be on your way 
down Lombard. 
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The second car is an easy tag just around the corner to the right, at the 
bottom of Lombard St. It is parked in front of the donut shop, below 
where you find the letter K. 


| 


Find the third car tucked away in the shadows off the street by 
Bendy’s Lip, the quarterpipe on the other side of the Embarcadero 
Center from Lombard Street. Continue along the street towards 
the spiral staircase if you’re going for the letters E and T after you 
wreck the cop car but the next two cop cars are parked together 
at a crime scene on the opposite side of the level from where you 
are. Just cut across the Embarcadero Center diagonally if the cars 
tape is all you’re after. 
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At the base of China town you will find the last two cop cars parked 
together at a crime scene complete with chalk outline on the ground of 
the victim. Since the cars are so close together it makes sense to try to 
combo from one car to the other. 


Tape 3 - Spell S-K-A-I-E 
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The letter S and the letter A are the easiest to get. The S is just sitting 
there at the top of the bridge in the Hubba Hideout area. Take the 
ramp leading up to the bridge or better yet use the small kicker ramps 
to launch up to the bridge. For the really daring try jumping all the 
way from the large halfpipe bit by the back wall. 
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The letter is sitting behind. a display window one story above and to the 
right of the donut shop at the bottom of Lombard Street at the corner. If 
you take the big balcony rail combo opportunity down the right side of 
Lombard from the starting point, you will have way too much speed to 
make the sharp right into the display window to get the K. The way to 
get it for sure though, is to ride down the balcony between the wall and 
the rail so that the rail will keep you from loosing control. On the last 
balcony the K is an easy grab through the glass window. 


The other way to get the letter is to use the right bank of the handicap 
m © Walkway to launch to the sign above the donut shop. Grind the sign the 
£ ollie from there through the display window and get yourself the K. 
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The final letter to grab is the A which is between the two small quarter- 
pipes at the top of the hill in China Town. Go from ramp to ramp while 
you get the letter for the Ramp 2 Ramp bonus. 
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The letter T is hidden in a secret room that will get you to the top of the spiral rail slide. To 
get into the secret room use the ramps along the wall to the right of the spiral to get to the 
ledge which you want to grind going left so that you crash through the window into the 
secret room. If you grind the entire ledge behind the trees you will get the Backwoods 
Ledge bonus. Inside the room you have to ollie to reach the letter T then exit out the small 
door along the left wall. Grind the entire spiral all the way down if you can. 
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Except for the one on the Downhill Jam level, this is the most difficult 
hidden tape to acquire. First of all you're pretty much going to need | 

every second of time on the clock to get into position to grab it. Only 
characters with their attributes “ee up will be able to act to the tape. 
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Use the guarterpipe in the corner to get your speed up enough to ollie into 
the trench running along the back of the fountain. 
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Continue to follow the path as it leads up to the roof of the third building. 
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\ Once on the roof use the giant ski jump style ramp to launch out over 
the Embarcadero and down through the Pagoda. 
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If you left the ski jump ramp with enough speed you can make it all the 
way to the hidden tape. 


- Pro Score 50,000 points 


‘ 
7 ba wee bY ES ea 


an | 
@e6@68 668 @ 


ey EA , 
@é@68 8 68 @ ft 


TAONA 


Just the Embarcadero section of the San Francisco stage could have 
been a level on its own. 


; Lombard Gap - 5000 Points For this mas- 
sive bonus you have to use the kicker 
ramp/planter at the top of Lombard to ollie 
over the entire street, all the way to the street 
at the bottom. 


Grind the left ledge in it entirety 
down Lombard Street. 
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_ Grind the entire green rail in the Hubba 
> Hideout area from where it starts at the top 
by the bridge, all the way to the bottom. rs 
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D Hubba Ledge - 500 Points 3 
Grind either ledge of the bridge in E 
its entirety. 


Hubba Gap - 750 Points 


Use the kicker ramps to clear the entire 

is bridge and land on the ground on the 

Za other side. Pull a big grab or throw in 
some kick tricks with some spins to 

F Fountain Gap - 750 Points really bring home some points. 


Ollie from the trench running along = 
the back of the fountain sculpture to an 
the second story walkway of the z 
building next to it. You need lots of G 
speed for this one as well as a really 

good ollie. 


Bendy's Lip - 500 Points 


For the Bendy's Lip bonus grind the entire 
lip of the ramp that curves with the corner 
along the street down from Hubba Hideout. 


H Ramp 2 Ramp - 500/750 Points 


The first Ramp 2 Ramp bonus for 500 points can be had 
by jumping from one quarterpipe to the other at the top 

_ of the hill in China Town. A second Ramp 2 Ramp bonus 

| worth 750 points is received for going from ramp to ramp 
on the quarterpipe section right of the clocktower. 


~ Spine Gap - 1000 Points 


This ones tough but with enough speed it is possible to use 
the small kicker to get clean over the concrete structure. 
The bonus can also be earned from the Pagoda's porch but 
the grass has to be cleared as well for the bonus. 


In front of the clocktower and the 
secret room with the nice bowl inside 
jump from grind or slide on one rail, 
over the gap and into a grind or slide 
on the next rail. 
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K Down The Spiral - 2000 Points 


Get to the top of the spiral ramp using the 


secret room route or by just skating up the 
ramp then ollie to the ledge and ride it all 


the way to the bottom for the big bonus. 


L Backwoods Ledge - 250 Points 
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Grind the entire ledge behind the 
trees leading to the secret room that 
then leads to the spiral ramp. 


M pagoda Gap - 1000 Points 


Jump from the ski jump on the scaffolding 3 - 

- of one of the buildings in the Embarcadero N peace er = calla 
| so that you go through the roof of the 

= Pagoda. This is also the way you get the 
Hidden Tape for the level. 


Use the kicker ramp to clear the 
entire set of rising steps in the 
center of the Embarcadero. 
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Q Handi Gap - 1000 Points 


a EERE RAE SD TN Using the quarterpipes left and 
right of the handicap ramp launch 
over the ramp itself to the other 


quarterpipe for the gap bonus. 


P Porch Gap - 250 Points 
First get to the top of the hill in China Paes oo pe en T 
Town then get some speed as go left from 

the top of the hill and follow the alley Ja 
there and ollie at the ledge, grab the bonus 
icon, clear the lower level porch and land in 
the street for the Porch Gap bonus. 
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Gonz Gap - 500 Points 
Ollie from the high side of the 
spine, over the gap and all the 


way to the flat section of the 
concrete structure. 


S Oversized 8 Set - 500 Points 


Clear every single step in the set of 
stairs to get the bonus. 


U Planter Gap - 500 Points 


Over the entire length of either of the 
low, banked planters near the pagoda. 


Street Gap - 500 Points 


From the top of the hill in China 
Town take the right path through 
the display window in the building 
and ollie to the sidewalk across the 
street for the Street Gap bonus. 


m 
he Acid Drop-in - 1000 Points - 


From the ledge ollie into the 
makeshift halfpipe over in Hubba 
Hideout. 


From the west end of the flat top 
section of concrete structure, out 
over westward facing stairs, to 
ground below. 


Tips FROM TONY = 
Favorite Line: 
I mostly hit the halfpipes, but the triple ledge grind 


is fun after going through the ET operation room. 
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` Favorite Individual Spot 
Trying to jump the entire middle section from halfpipe to halfpipe. 
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Pü tting Together a a Pert ect RUG 


Hit the ramp opposite the rolli -in pe point and air r off to your right just 
a bit. Try a fastplant or nollie to any 720 tweaked grab (Rocket, Japan, and 
Madonna are quickest to get because they are upward D-pad presses, much 
like the nollie or fastplant). Madonnas will bring in the best points here if 
you can land them consistently. This will also fill your special meter right 
away. Hit the other side of the ramp and air with a similar trick, but air 
slightly off to your left this time. You should have enough speed to sneak a 
kick trick in before you go for that tweaked grab. As you come back down 
the ramp, you should be lined up to jump the low deck for the gap bonus. 


You should be able to get plenty of speed to pull tricks over the roll-in channel. 
You actually get a gap bonus for clearing the channel and when combined with 
huge grab trick and a 720 spin you can get some nice points here. 
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_ Skaters with a special kick trick (including Tony’s 540 board Varial) should hit this low 
deck gap with a fastplant or nollie, to special flip, to grab. You should be able to rotate 
this combo 720. For the best results, try to tweak the last grab over the last 180 of your 
spin and try to use a higher scoring grab, like a Rocket, Madonna, or Benihana. That last 
tweak is extremely difficult and you need a lot of height on your jump to sneak it in. 


Skaters without a special kick trick like Bob or Bucky hit this gap with a fastplant or nol- 
lie, to one of the quicker kick tricks (like a shove-it or kickflip), to either a Back/Front Flip, 
OR tweaked special grab, whichever you may have. If you're using a special grab here, 
you should be able to rotate this combo 720. You can’t rotate the back/front flip, but it 

| doesn’t matter, as you can still hit that 20k because they're worth so many points. 
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Head into the tunnel on your right. You may want to slow down a bit, as the set up for 
the next hot spot is extremely quick. Head through the second set of doors in the hall- 
way and immediately jump into a grind on the short rail that is just outside of those 
doors. Pop a kick trick off of the edge of that rail, into a different grind or slide on the 
next rail. Again, pop a kick trick off of the edge of that rail, into a different grind or 
slide on the final rail (the one that curves around to your right). Ride that grind/slide out 
all the way to the end of the rail for a bonus and pop a kick trick, or tweak a grab off of 
~ the end. Try rotating your trick between rails, and when you jump off of the end, to 
= stack up the multiplier. Depending on whether or not you're able to rotate any of those 
— tricks, you should be able to bring in between 30k and 50k with this combo. If you use 
-o special grinds in this combo your scores can elevate up to around 80k. if you hit some 

= big tricks early on then once you've finished this quick line, your score may already be 
up around 100k with plenty of time to spare. An easy first place finish as long as you 
keep your bails to a minimum. 
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Through the doors between the halfpipe channel in the corner is a secret 
room with a nice pool to work a few times with an easy channel to ollie 
over. You can also grind around the entire pool for a bonus. 
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First get on the deck then hit the quarter pipe for some speed then ollie to 
the rail in the center. Ride it down to the low deck and ollie off the turned 
up end to the rest of the rail below. Throw in a trick and spin while in the air 
in the beginning, middle and end and you have one serious combo. 
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Try sessioning back and forth on the halfpipe on either side of the bien deck 
and press up when you ollie at the lip to get up onto the back edge of the 


quarterpipe on the top of the deck. Grind or slide all the way to the other 
side and trick back into the pipe then do it all over again. 


A Roll-in Channel Gap - 1000 Points 


NI 


Ollie and trick from one side of the roll-in - 
channel to the other for the gap bonus. B High Deck Gap - 1000 Points 


Press Up at the halfpipe’s lip and ollie 

big to clear the deck all the way into 
es -= the halfpipe on the other side. 
(.. Low Deck Gap - 500 Points 


| Same deal as the High Deck Gap 
_ but on over the lower deck which 
. can be a little tough with the rail ae 
2. sticking up in the center. Pei) 


ET Grind - 1000 Points 


When you come out of the tunnel ollie 

-< onto the first rail then onto a second rail 
and finally a third. You must hit all three 
in order to get the bonus. 


Use the kicker ramps on the high deck to 
clear the low deck and out past its outer 
banks to get the Deck Gap bonus. 
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en To get this bonus you’re going to have to be an 
“i, acrobat. You have to ollie out of the quarter- 
— pipe on the top of the high deck by pressing Up 
at its lip and clear flat below, the lip of the next 
CFR O O ramp and onto the B-House rail. 


” EN. Me (Š B-House Rail - 1000 Points 


On the deck of the back ramp hit all three rails )7808088808989985893 
in a row. It isn’t very easy since the rails are at > ZA ee Aa 
staggered heights. erp inn pp a 
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This one is no problem since it is so easy 
to build up speed on the ramps in this 
level. Come at the ramp at such an angle 
so that you will clear the gap and land on 
3.90 the transition on the other side. 
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L Pool Grind - 2000 Points 


Another tough bonus to get is the 

grind around the pool. It needs to be 

done from the channel all the way back 
around to the channel again. You may 

also have to ollie the channel, but ee 


you'll get a channel gap bonus as well. wt Deck Grind - 800 Points 


Grind or slide on the rail in the 
center of the deck all the way to 
its turned up end and then off, 
landing again in a grind on the 
rail below. Get the entire rail 
combo for the bonus. 


The amazing thing about Tony Hawk Pro Skater is that you really don't 
need any rewards to keep playing. Other games keep you planted in front 
of the TV hours on end for the sole reason of unlocking that secret charac- 
ter or getting to the ultra cool hidden level. You simply don't need that 
incentive to keep playing this game but that’s not to say that there aren't 
some great rewards to earn from finishing the game. 
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Place in the top three to earn either the bronze, silver or gold medals in all 
three competitions to earn the mediocre ending and see the Bails Video. 


To earn each character's ending video you must get gold in all three 
competitions using that character. You will see the bails video first, then 
see the character specific reward video. 


CHEATS 


Several fun cheats have been included with the game. To enter the following 
codes you must first pause the game by pressing START. Once pawised, press 
and hold L1 while you tap out any of the following button combinations. If 
you screw up simply press L1 again and re-enter the button combination. 
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There is one hidden character to unlock in 
the game and he is perhaps the ultimate 
payback to cops around the world who have been down on people who 


enjoy skateboarding. To Unlock Officer Dick all you have to do is get all 30 on 
tapes with any character ïe game, something much easier said than =; 
done. Once opened tt he will start out as one of the most balanced 

characters in the gam comes with his own arsenal of signature moves. 


His regular moves are a mix between vert and street skaters making him 
the game’s most unique character. 


All of Officer Dick's attributes are exactly the same making him the most 
balanced character in the game. 
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(be sure to tweak this one) 


There is one last cinema to earn that will never appear in or be played 
from the Cinematics Menu. It’s a Neversoft Bails Video showing staff mem- 
bers on the game’s development team trying to skate. You will see the 


hidden Bails video after you earn three gold medals from the three com- 
petitions using Officer Dick. 
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1st place, vertical competition 
2nd place street competion, Extreeme Games, Newport, RI 
1st place, hard Rock World Championships of Skateboarding, Newport Beach, CA 


Ist place, Hard Rock Triple Crown of Skateboarding, Las Vegas, NV 

1st place Airwalk Monster Mash, San Diego, CA 

1st place, vertical competition 

2nd phd street competition, Destination Extreme, South Padre Island, TX 
Television commercial for Pepsi 


Skateboarding bene | in Taiwan, , Germany, Italy, Netherla ds, and U.S. 


Television commercials for AT&T, Campbell’s Soup, Levi's, Coca-Cola Skateboarding exhibitions in 
Japan, Australia, New Zealnd, Europe and U.S. 


Ist place Highest Ariel Competition, Zurich, Switzerland 

Television commercial for Schick Razors, AT&T 

On air host of MTV Sports “History of Snowboarding and Skateboarding” 

On air host of MTV Sports & Music Festival 

Skateboarding exhibitions to Australia, New Zealand, Japan, Canada, England, 
Sweden Norway, and U.S. 


1st place, X-Games doubles competion 

3rd place, vertical competition, San Diego, CA 

1st place, S.P.O.T. (Skate Park of Tampa) Professional Open, Tampa, FL 

1st place, vertical competition, X-Trials Virginia Beach, VA 

Television commercials for GAP, ESPN 

Skateboarding exhibitions to Dominican Republic, France, Switzerland, Chile and Peru 


It was a calm evening. The sun was just setting after a day of 
warmth and blue sky in San Francisco. The lines had stretched for 
half a mile down the waterfront all day long, with thousands of 
people waiting patiently for the opportunity to see something 
extreme. Many knew exactly what they wanted to see. A select few 
of the top skaters in the world, competing on the half-pipe, 
freestyle, to see who could perform the best trick in the 1999 
Extreme Games. 


The major vert competitions had concluded. The pressure was off 
and the atmosphere was light. Half of a dozen of the best pro 
skaters were out there pulling 720’s, McTwists, and killer combina- 
tions to captivate the crowd. Tony Hawk would pull the trick early 
on that he had choosen to be his best, the 720 Varial. With plenty of 
time left and the ramp feeling so good, he stepped up to the coping 
and started to go for the 900. Not even close on the first few 
attempts, he finally started to spot the landing. As he got closer and 
people started to notice, his cohorts up on the ramp started to 
notice, too. 
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Suddenly the announcer started in, “Let's see if Tony Hawk can do the 
900!” Then lead the crowd to cheer, “To-ny! To-ny! To-ny!” 


A look of stonecold concentration was fixed on Tony’s face as he focused 
on the ramp. He plunged over the edge and gathered speed for the 
high-air manuever. One rotation, two, two and-a-half ... but it wouldn't 
happen. He would come down too early, not able to keep the board 
underneath him. He would try and fail another few times. 


The buzzer sounded to indicate the end of the contest. But it wouldn't 
matter just yet who had won. The others stood aside in a solid show of 
support for their friend and colleague. Everyone wanted to know: could 
Tony Hawk make the 900, on this ramp, this night?? The legendary 
Hawk would stand alone atop the ramp, visualizing his victory. As the 
announcer, still chanting “To-ny! To-ny! To-ny!” had the crowd echoing 
him. 


Finally, Hawk dropped in from his perch as the chanting turned to 
frenzied cheers. Gaining momentum, up one side of the ramp and then 
down the other, back accross the flat, up the transition and at last sailing 
high into the air... one time around, two times, and a hundered and 
eighty more degrees of rotation! He managed to nail a solid spot on the 
ground, clinching his knees together to stick the landing, waving 
unsteadily to the left and right. Miraculously, he stayed on board and 
rose up the other side of the transition! 


The rest of the competitors slid down the ramp and jumped on top of 
him in their enthusiasm. He seemed buried for a moment until they 
raised him up, high above their heads. The crowd went insane. There 
was an incredulous expression on Tony Hawk’s face as he slowly came to 
realize the impact of what he had just done. 


In one amazingly memorable moment of synergy, Tony Hawk had just 
made history. 
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With so many paths indife, why skateboarding? 


Because | felt like | was constantly improving. 
How has your family supported your career choice? 


By understanding when it comes to my travel schedule. | try to include them 
whenever it is possible. If they can't ge. with me, | make my journeys short. 


What was it like to be the first person to ever pull off a 900 at the 
recent X-Games? 


It was the best day of my career, ey Ne trying 900’s for the last six years, 
along.with.a.handful of other vert skaters. | haven’t been able to do it since. 


Do you play many videogame at do you think of the skating 
games of the past? 


I've been playing video game since theyefirst put a Pac Man machine in a 
local pizza place near where | grew u 0 was the first wep te game that 
was worth playing. I bought a Com 

Die, which was okay for a home syst 

never really represented serious skat 

(although skating wasn't as advanced 

before this game was s Top Skater. 


What has been y your « contributi 
name? 7 . 


Playing it every step of the way. | helf 
which skaters should be involved, an 
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What are the key ingredients needed to make a 
videogame that truly represents the sport of skate- 
boarding as you know it? 


To be able to control your character at allt times; even while 

forming a move. To make the tricks represent modern skatin 
always be challenging. Having top > volved is also i impor- 

tant. 2 


How good are you at your one game? 


Let's just say that I'm better on the halfpipes than on the street 
obstacles (big surprise). I’ve almost gc wired - I’ve pulled 
three in a row. nn 


Different types of slides/grinds © 
boardslides. Backflips and nn 


grinded the whole thing 


How was the motion & apture session? | 
about? _ 


was having silver balls attached to So 
of my board. After seeing the fin. 
effort though. 


Any inside secrets hidden in the game that you and only 
a handful of Piga know of? What are they? 


If you're an avid skat ecognize some real-life skate 

spots in San Francisco. ly no longer exist, like EMB and Hubba 

Hideout. Fast plants will make you go higher than ollies, especially 

if you're trying to something above you. The STUD cheat is 
aluable. nn 


Enter the | 
WIN A TRIP TO MEET mu ` 
TONY HAWK! acme 


to Win! 


Other great prizes: 


A copy of Tony Hawk's 
Pro Skater for the 

_ PlayStation® game 
console or Nintendo 
64” | 
(100 available) 


An official Tony 
Hawk's Pro Skater 
strategy guide by 
„ BradyGAMES 
4(100 available) 


For Details 

on How to Enter, 
Call 
1-800-477-3650. 


NINTENDOS* 


i ya 
Parent or Guardian Signature if Under 18 b N 


State 


Email 


No purchase necessary. Open to residents of the US and Canada. Contest participants must be at least 18 years of age or have written permission of a 
parent or guardian. Void where prohibited. Enter by calling 1-800-477-3650 and following the recorded instructions. Entries must be received by 
January 31, 2000. One entry per household. For official rules send a self-addressed stamped envelope to: Tony Hawk's Pro Skater Sweepstakes, c/o 
Activision, 3100 Ocean Park Bivd., Santa Monica, CA 90405. Grand Prize winners must sign an affidavit of eligibility and a liability/publicity release which 
must returned within 48 hours of verification of prize. In the event of noncompliance with this time period, an alternate winner will be selected. Activision 
is a registered trademark and Tony Hawk’s Pro Skater and Pro Skater are trademarks of Activision, Inc. © 1999 Activision, Inc. Tony Hawk is a trademark 
of Tony Hawk. Licensed by Sony Computer Entertainment America for use with the PlayStation game console. PlayStation and the PlayStation logos are 
registered trademarks of Sony Computer Entertainment inc. Licensed by Nintendo. Nintendo, Nintendo 64 and the “N” logo are trademarks of Nintendo of 
America Inc. © 1996 Nintendo of America Inc. The ratings icon is a trademark of the Interactive Digital Software Association. All rights reserved. All other = 


trademarks and trade names are properties of their respective owners. TAKE YOUR GAME FURTHER" 


Catch sick air. Fly like an eag le. 


Skate like a Hawk! 


| Master ever Yi 


s ya; 


Activision is a registered trademark and Tony Hawk's Pro Skater are trademarks of 
Activision, Inc. ©1999 Activision, Inc. Tony Hawk is a trademark of Tony Hawk. 


PlayStation and the PlayStation logos are registered trademarks of Sony Computer 
Entertainment Inc. 
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